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ASC unveils Fell lineup in the Meter City. Who will play Lere Croft?. 
PlayStetiun overtakes tlie WalkMae, Psygnesis co-founder hits the road. 
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If you ask nicely, we'll give you some codes. 

ccessory:* p24 

Get ready for the ASCII Sphere 360° — it's cornin'. 

clusive:> p2G 

Check out first-looks on Activision's Fifth Element. Eidos' Tomb 
Raider III and Fox Interactive's Croc II — we got 'em! 
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A brief and semi-informative chat with Seth Gerson, producer 
of Activision's upcoming Asteroids revival. 
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Super Action Fighting Game-oil! 

Expecting:* p42 

More previews than we could stuff io a beg. including: Syphon 
Filter. Wild 9. Mntn Racer 2. Madden NFL 99 and more... 

rated:* p54 

After all of the controversy, we've removed the porn. Now you can say 
you read the magazine "just for the articles" and mean it! 

port:* p78 

Square's Actiun/RPG Snugaki comes to life — only in Japanl 
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EDITORIAL 

- Now that E3 has come and gone, most developers have returned to the business of finishing up 
the games they were exhibiting at the show. While there is a a bit of a lull that has fallen Dver 
the video game industry, it's only the typical "quiet before the storm". The 3rd and 4th Quarters 
this year will be host to an unbelievable amount of new PlayStation games, pushing the 
current library to well over GDD titles that will be available to consumers by Christmas. While 
this is sure to put a smile do game-hungry kids (and adults) worldwide, a lot of video game 
publishers and developers have been grumbling a bit. with the complaint that it's becoming 
increasingly tougher and tougher to show a profit off of their PlayStation products. Their 
reasoning: because their product isn't getting noticed er selling that well with so many PS titles 
out there — it's only the Tomb Raiders, Resident Evils, Crash Bandicoots and Tekkens that bring 
in the big numbers. Sure, we agree that sometimes it's hard to be seen when you’re in the middle 
of a crowd, but instead nf blaming others for allowing so many games ta be pumped through 
the pipeline, perhaps they should take a look at what they're peddling. There is a reason 
games such as the aforementioned titles sell su well... because they excel in just about every 
aspect. I feel it should be up tu the publishers and developers to monitor their own titles and 
not release sub-par products. They should strive to make every game a unique and exciting 
experience, instead af slapping on a movie license cr producing a shoddy clone ef an already- 
popular title. If anything, a competitive market such as this should cause the creative juices 
to start flowing and make developers go the extra mile to deliver something truly memorable 
— and bankable. 

Now that I've come down off my soapbox, here’s the lowdown Dn the issue in ynur hands: For 
starters, we've got the cover feature on Eidos Ninja. If you’ve been playing games for as long 
as we have, you'll dig the classic gaming elements combined with Core’s 3D technology. 
Moving on, we've focused our Exclusive sights this month on Tomb Raider III. Fifth Element and 
Croc II. In addition, there's plenty of previews and reviews, including Syphon Filter and Colony 
Wars: Vengeance (previewed! and NFL Xtreme, Turbo Prop Racing and MK4 (reviewed). 

-As always, I hope you enjoy the issue, and well see you in thirty. GREG 
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Lightning never strikes 
the same place twice. 
Unless, of course, 
yon work on yonraim. 















What are you 
waiting for? 

See all that 
Lara has to offer. 

> :?'/ Complete your 

collection today. 
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Finally l would like to ask you how 
l could get the job that you guys are 
blessed with when I grow older. Well, 
thanks for* your time. 

Sincerely, 
Chris Walker 

You ’77 do anything we ask?? Don 9 t 
be making promises you can 9 t keep 
now, httle buddy. What if we asked 
you to... ummmmm... give yourself an 
Atomic Wedge and run around school 
at lunch, screaming “7 have wet my 
shorts and my butt is on fire! 99 ? (Of 
course, you'd need to have a friend 
video tape the event and send it to 
, us for proof). 

As far as getting jobs like ours... not 
likely. Nobody gets hired doing what 
we do, you have to make your own 
job. Start your own company. Just 
don 9 t try jo compete with us. 

Dear PSExtreme, 

Here we go again. I’m still reading all 
: this stuff about PlayStation 2 again. 
It seems the “other” magazines can’t 
help themselves and continue to 
spread rumors. Hopefully, you will 
be able to shed some TRUTH on the 
subject. What’s the story? The last 
thing l need is to buy more hardware! 

Sincerely, 
Alex 
Groton, IT 

The truth is that there is no truth. 
Nothing about the “PlayStation 2” 
has been finalized. It can't be. Sony 

with another system. The PlayStation 
is the most popular video game system 
on Earth, right now. We are living in 
the golden age and we’d be smarter 
to enjoy it than to worry about what 
will come next. As far as all the specs 
you've read about the PS2 in other 
V mags, it's all self-serving bunk. 

Technology moves at such a rapid 
1 pace that it's impossible to finalize 
f anything when a launch is so far off. 
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l have really enjoyed the retro games In yc 


that have been released, but failed to 
find one of my favorites — Spac 
Invaders. Any word of a release o 
expected release date? 




ue. you gave the 


ASCII Grip controller a Salve?? rating,, 
saying, “1 wouldn’t recommend using^ 
the Grip for action or fighting games”, 
but one of the prizes for the best code,, 
was “The Grip”. Is that two-faced or v 
am 1 over-reacting? , | 

Other than that, you guys do a kncick- 
up job. Now for the ’most important ' 

y ou ; 


Sadly, no word, sorry. The last remake qu< 
of Space Invaders was for the ready? 

TurboGrafx (or was it the SNES?). 1. Could you do a SoutlVPark 
lt 9 d be great to see someone take the 
Space Invaders gameplay and use 
some creativity and imagination to 
come up with something really cool. 


Dear PSExtreme, 


2. How come the sky is blue? ■ 

3. Do my teachers have a conspiracy 

going on about me? . A 

That’s enough head-biting from me. jj 


as though the < 


P.S. Why did you have to diss Punky 
hard earned dollars Skunk like that? I thought it Was Wry- 
‘™ r ' ' original and offered many ljour 


throwing away < 

once again! (32x, Sega CD, Saturn... 

Have you guys seen Dreamcast (What fine gar 
genius came up with the name?). 

What do you think? Is this going 1 


A 


hat do you think? Is this going to be Derek, you nutty, nutty boy. Toil Vd j 
nother big, klunky, underpowered so nutty! Weloye drat!' > 0 Ij 


ack box, or has Sega finally turned ASCII sponsors 01 


leaf and m, 
sleek, powerfull and inexpensive?? 
Sony worried? 


is they give us the prizes to give' 
away and we put their logo in \thd 
section. Pur rating of the Crip just) 
proves that we won’t be kissing 
ASCII’s butt just forsponsotingbufj 
section. On to the questions. 0 
I. For you, anything. Check back in' 


Katana (old name) develop i 


2. It's something the Chickens handle 

We don’t ask questions. r. ) 

3. If they’re actually teaching you 


While there are certainly some stuff, then yes, it’s likely that they're 


nice features, there’s nothing here 
that'll be a PlayStation killer. Besides, 
having the best system doesn’t mean 
squat if you can’t get the best games and want to keep 
out of it. Look at NEC with the TG- 1 

lb. Kicked the NES’s booty hardware- 
wise. Still flopped. Look at Atari with 
the Lynx and Sega with the 
GameCear. Years ahead of the 
GameBoy. Holy hairy humanoids! 

They had color and they still got 
creamed by the GameBoy! 


ispiring to get you out of their, 
-hool and into somebody else’s, via , 
graduation. Otherwise, theyjikeyou 


Address all Mil -\o- 
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Choose your 

destiny with £ 

Lara in Tomb 
Raider III. 
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After the Coin Toss, Anything Goes .™ 


PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc.NFL is a registered trademark of the National Football League. Officially 
licensed product of the NFL Players and NFL Properties. The NFL shield design is a registered trademark of the National Football League.Team names, nicknames, logos and 
other indicia are trademarks of the teams indicated. TMA© 1998 NFLP. Players Inc logo is an official trademark of the NFL Players. © 1998 Players Inc. Developed by Sony Interactive 
Studios America. After The Coin Toss, Anything Goes is a trademark of Sony Computer Entertainment America Inc. © 1998 Sony Computer Entertainment America Inc. 
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1 ADDICTIVE TWO-pLAYER 1 


OUT THINK. OUT MANEUVER. OUT LIVE. 









































A special thanks goes out to 
Eli Riche for sending in his 
bag’o’codes... ya didn’t win 
this time buddy but keep’em 
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would you hang on 
. for one more world title? 


could you thread the needle 
with three guys trying to 
hack you down? 


would you shoot more' 
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Since the launch of the PlayStation back in September nf '95. gamers have been confined to the bare 
A.B.C's of controllers... that is. until now. Flash forward to 1998. where ASCIIWARE. a leading- g 
edge developer of peripherals and software, is about to revolutionize the controller market * 
with the introduction of their newest hardware addition — the ASCII Sphere 3G"" 

What's so special about this controller? Well, a whole lot actually. Right off the 
bat. you can tell, just by glancing at the Sphere, that it doesn't look like / 
any PlayStation controller you've ever seen before. (For those familiar / 
with the PC. does the SpaceOrb ring a ball?). The Sphere features a ball sitting atop the controller L 
that will allow players a full six degrees of freedom. What does that mean to you and me? 1 
Basically, instead of having to think D-pad left and LI to circle/strafe around enemy, you just * 
twist the ball left and pull it a little bit to the left — it's that easy. It definitely makes controlling 
a lot more intuitive. It helps to think of the ball as your head, where to walk forward you push 
forward, strafe left you push left, look up you twist it up. etc... 

As for control, this unit simulates the analog mode and it will work with just about every 
game in your PlayStation library. It has nine different selectable modes where different 
button pushes have been configured to the ball. For example, if you are playing Tomb Raider. | 
you can use a mode that has the LI and Rl button applied to the ball — allowing yo 
use the sphere instead of hitting the buttons. It also has modes that simulate the Ne 
and Sony's Dual Analog controller (not the Dual Shock). 

In addition to configuring the Sphere to just about any PlayStation game you already own, \ 
new games have already been programmed and optimized for the new controller. This means 
that there will be more than a few titles that will have native support right out of the gate. Thus > 
far. those titles are MDK and Forsaken, with future games including Midway’s Stunt RC Copter 
and NFL Blitz. 

As you can see. there will be a wide variety of titles that are able to support the Sphere, so it I 
will not be one of those specialty controllers that you will get and then it sits on your shelf collecting I 
dust. As the controller continues to gain support from such developers as Shiny. Acclaim and I 
Midway, there definitely looks to be a buge potential for this new controller. Even David I 
Perry, industry notable-quotable and President of Shiny Entertainment, has been * 
quoted as saying, "The 'Ascii Sphere 3GD" is a very important step in 
total 3-Dimensional freedom." 

t Another thing that might stand out about the controller is its six button front ^ 

layout. It looks to have a great feel, with the L buttons located on / 
the front of the pad — even 2-D games like Street Fighter (. 
may benefit from the Sphere. And, just in case the ball 

isn't going to work for your game, you can always use the D-pad — 

I seems like ASCII didn't leave out a thing in designing this co 

At this point, our only concern with the Sphere may be the learning 
:urve. It definitely isn't going to be something that you can just sit 
down and start kicking butt with. But, we have been assured that 
the unit will come with a demo disk to help gamers get the hang 
of using a 3D controller — clearly a good thing. Look for a full 
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are great; Kalisto: 
ever-spreading bald 


unlocking doors, turning < 
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tidbits of information, regarding tf- 
any enhancements that are being r 
told that the sequel will be runnii 





































EXCERPT 














/ solving. whjkethere is some mild puzzle 
solvinggpingon, most of it involves finding 
a keytqopen agate or uncoveringfiidderi 
| treasure chests. One example ofa more, 
difficult puzzle is pn the Monastery leys!; 

; wh^re you have bo figure Out that the 
closed windows tfirou^iputtfire level have 
to hr6 shot open'with your throwing stars 
/in pj^l^r to let the moon-j^ht^come^, 
throughwhiph, intumjactivatesthe end 
level portal.. Like I said, nothing too 
taxing-4 ydu need to keep your mind 
and sharpened sMI#on the action'at- 

\ ’fia^fc^ ' u 


heat ‘em ups. In any given level you will 

enemies whoyof course,' will stop at 
/hothing'to kill you. Eventually, you’ll 
encounter an end-of-level boss who, 
>; • IS lookingfor Some ^sde-AMinja 
/Jnea£ Ohcqbeaten/ffs onto the next 
locale and the ne^setpf baddies, while 
/ mqgameisdisplayed'fn3C > 3 ,^desig1ed 
more specifically to keep you moving 
toward thqend of the levelC~rhe camera 
ahd pefspectiveis pre-scripted to show 
youas much of)the environment as 
possible, while keepingijoulnthe thick 
.ofthe.action —^hich there js plentyph 


wltojust about-ey^^one he enchanters' 
(everr th^jocal wildlife). Luckily, he’s well ' 
^^t^ii^d^the^^ftial^rtsand'has^n 
impress^arsenal'ofjrfdCesathis^posal ' 



soffit 



In addition to hand-to-hand combat, 
there are a yarietypf weapons he 
can wield from time to time, such as 
axeis, swords and thp,bcca's,iprial 
nunchakas. And like Shinobi, he also v 
h^ an unlimited supply df l^n^wing , 
.stars (which can be powered up) 
yhat come^rirt handy Nn \Sticky 
situations. Beyondtall that, the Ninja 
hasa special set of devastating 
raagcsthathp can unleash which wi|l 
clause missive damage toariybody. 
caught in its perimeter. And, if all else 
fails, tfiere’s always^he smoke bomb;, 
which, whfeh'iiti(ize<j, will send him 
bach to the last checkpoint and well 
out of'the way ohdariger., 


>> nbtch. while the gamd might have 
^started its |i|e on the5a,turn, t^d 
/ graphical effects ate^fpr'the most 
|par^/FjayStatioritSpdah'c. Therdis ' 
transparent, runningwater, amazing 
I ightsou rcihg,- bril I ia nt f las hOsof. jj 
k lightning and a multitude pf special v . 
effects. \ln ^addition, the 
develbpers have ggrie" to*' 
a*, painstaking means to give the 
player a believable inhabited 
jHK environment, with such gaphical 
■I touches as squirrels scurrying 
■Fup trp^^r^ita hoppingoC^ 

^youjl stumble ontp'a.grgu'p'gf) 
' enemies that might be .hanging out 
roastingtheir dinner bn a spit Over 
afire. lt’S'lifde details such as these 
that make a good game great. The 
cinematic cut-scenes between levels 








are all played out Using the same in-game graphics. '• 

)|ieispeeiificlook and feel of thega^e tlirou^nout. 
The next cpupfe of months will be the most important 
for Ninja. At this time,.itis still beingworked on, (the 
game we are playing is about 60% complete) and 
f there still may be some changes to the graphics and 
gameplay. The final product is due to ship sometime 
tfis September, and from'the experience we’ve had 
sofar, Ninja: Shadowof Darkness should beanother 
hit forEidos -*who is pitying that there is more£o 
them then just a pretty face and big boobs. Since 
we’ve coveredfvlinja inpur pages more than a few 
times, the next time you see it here will be the final 
; review in pur Exrated section — it’s a safe bettfet' 
: j-llr^s the first in line when it finally comes: in. 
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Television surround system ana 
One copy of NFIKtreme 
videogame (approximatdTOtail 
value $7501. _ 






















of the amazing bonus levels — where Spyro is able to fly. 
The game’s characters also begin to come to life in this 
build, with Spyro’s voice partially implemented (if you 
missed our June cover feature, Spyro’s voice is sup¬ 
plied by the guy who does the “Yo quiero Taco BeE” com¬ 
mercials), as weE as some of the Crystal Dragons and 
enemies. We’ve also begun to play around with some of 


Last year we thought that there would be no way that 
Naughty Dog could |uE off another Crash sequel that 
looked and played bitter than the last. As what’s typi- 


wrong. Crash Bandicoot 3: Warped takes a lot of the 
tried-and-true gameplay from the original two and adds 
and enhances it with a multitude of new moves, features 
and special effects. Besides the ability to play as Coco 
—f Crash’s baby sister — and the ability to double jump, 
super body slam aifd temporarily hover by spinning 
Crash furiously ardjmd in the air, there will be a few 

























































Forget every gruesome battle you have ever waged. Introducing Mortal kombat A with newly forged weapons that will 
slash and bludgeon b^iond imagination. And a total 3-D environment that will take your senses to dizzying new heights. 
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Windows” 95 
CD-ROM 


Darkness is calling. 




While road-rallying is a huge motor sport in Europe, the 
US following remains limited. This hasn’t stopped a num¬ 
ber of companies from releasing rally titles here, how¬ 
ever (who can forget the ill-fated Need for Speed: V-Rally). 
THQ is now getting in on the action with their latest 
import, International Rally Championship. This racing 
game seems cool if you’re a fan of games like Sony’s 
Rally Cross or Sega Rally. Dual Shock Analog support 
means that not only will you be able to take those turns 
like a pro, but you’ll be able to feel ’em. The game is 
displayed in the PlayStation’s high-resolution mode, which 
shows off some stunning graphics. There's Pro and Arcade 
Modes, which you can race with one of the nine differ- 


gfaced many a gaming platform (from the NES and 
Super Eamicom to Hie PC Engine and MegaDrive). G- 
Darius has been givgn the requisite 3D upgrade, which 
means th$t all the ships and enemies have that high- 
tech,sharp polygon look to them, while retaining the 
essence of the ariginSl shooters. Things that set G-Darius 
apart from your normal wave-after-endless-wave-of- 


i and put 


i good puzzle game to round out tbeir PlayStation library and, if you 
one of the few recent releases (IQ, Super Puzzle lighter, Tecmo Stackers) 
’em all, then THQ’s Devil Dice is just what the doctor ordered. This 
addictive, 3D multiplayer game pits players against the clock 
kdB or a few friends (up to four can play simultaneously) in a fast 
Jfi^I and furious game of matching up like-numbers of dice. This 
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In addition to Aceo|de’s upcoming Test Drive 5, they 
are also diligently taking on the sequel to their Off 
Hoad! series, with T$t Drive Off Hoad S. Admittedly, the 
first TD: Off Hoad wasn't quite up to snuff with the qual¬ 
ity of their usual products, but the sequel promises to 
deliver, by utilizing |he graphic engine from Test Drive 
4[lq|he game, players race against a full grid of other 

snow, water and aijy other obstacle that gets in their 
way. Expect to see six licensed off-road vehicles (includ¬ 
ing the Summer) with their own specific attributes, 


dius.forcjTand suspension. In addition there 
l of six tracks based on real-world locations, 
objects, modifiable vehicles, an extensive vari- 
ing modes and, like last year, (with Gravity 
lensed soundtrack by “Sevendust”. 


Umm... there’s got to be a reason that you’d want this disc, i 
to round out your Street Fighter collection. Actually, there is c 
Fighter 2 Collection: Street Fighter n Turbo Hyper Fighting., 








































































RjNHOL¥l 




































































-TERMS AND CONDITIONS- 

• You must be at least 18 years old to view or play 
this game. 

• You must not find images of adults engaged in 
violent acts to be offensive or objectionable. 

• You must understand and take full responsibility 
for all decisions made in regards to this ad if 
you breach these terms and conditions. 









thrill kill 

Comity Fell 1 
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Up until E3, Syphon Filter was a well kept secret over at 
989 Studios (formerly Sony Interactive Studios). The 
game, being developed by Eidetic in Oregon, combines the 
best elements of Goldeneye, Tomb Raider and Metal Gear 
Solid to create a truly cool and unique experience. In the 
game, you take on the role of Gabriel Logan, the world's 


Gee, what do ya know — an apocalypse has shattered 
a peaceful utopian $ty and now, with most of the pop¬ 
ulation dead, injured or fleeing, reports are coming in 
of a rabidly spreading infestation of bizarre mutant 
cfeatjures. Lucly for you. you’re part of a crack assault 
team specializing in heavy weaponry and combating 
hostile alien environments — while certainly not the 
most 1 original of storylines, by any stretch of the imag¬ 
ination, it does makes for good video game fodder, and 
that’s exactly what Assault is. Looking to take on Konami 
with their new Contra, title, Assualt is a 3D action/shoot¬ 
er that pits up to two players simultaneously against 


S.C.A.R.S. (which stands for Super Animal Racing Simulation — those crazy French!) 
is a killer combat racing game (which could be compared loosely to Wipeout) that blends 
super-fast racing, strategic combat and amazing 3D visuals. In the game, you control 


most ruthless killers (hence the A for Animal). Performance 
of your souped-up vehicle is determined by four key attribut¬ 
es: speed, acceleration, grip and your skills. It’s up to you to 
learn your opponent’s weaknesses, find the shortest route and 
utilize the numerous weapons and power-ups that are strewn 
about each course. Besides the tight graphic engine and pump¬ 
ing gameplay, S.C.A.R.S. offers a Mirror Mode, brilliant light¬ 
sourcing, and two player, head-to-head combat. 
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gained for, much more actually, 
elaborate. 

As funny as it may seem, th 
thing I noticed after popping in I 
the music. I know, I know... I'm 


between stages : 


sub-par 


spoken dialog, 
are attacked by 


L PUBLISHED BY WORKING DESIGNS — DEVELOPED BY SCEJ 
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TURBO PROP RAHyGl 



















































































































U1XHJ HD MU 


























































































EX RAT ED 


of blasting i 
pretty realii 


ling just stopped and the ball 
rolled right into the goalie 1 s 
hands. AAARRRGGGHHH! 

















































































EXHIBITION MODE 


MODE SELECT 
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jme; a horribly slow frame rate that affects 
mtrol and gameplay, last-generation teoh- 
ology and absolutely no gameplay or graph- 


• first reaction upon opening 








































































































































































EXRATED • Page 75 


















































































































SOUKAIGI 


A mixture of RPG and action, 
Squaresoft’s Soukaigi is just what the 
doctor ordered. Imagine playing Soul 
Blade as a 3D action game, but take 
hordes of strange creatures, tough psy¬ 
chic bosses and hidden treasures and 
toss them ail into the mix. 

Soukaigi is played from a third person 
view, with the camera following behind 
and slightly above your character. The 
main object is to run around and hank 
things — anything, from monsters to 


re from level to level. As you run 
trough the levels, you’11 find huge 
floating gems (some of which are 
quite tricky to reach). Destroying 
k the gems increases your power, 
f ’ making your weapon do more 
damage and changing the aspect 


the level to 
the other, with dif¬ 
ferent objectives for each 
stage. Between levels, 
you’re awarded points 


I faster. 

1 Strangely enough, this is one 
I of the few new 3D action 
I games we’ve seen from 
I Japan lately that actually 
I doesn’t support the Dual 
■ Shock, which would have 
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The PSCxtreme Historical Ranking Chart 

E XCAVATE is the section where we dig up the last six months of our old ratings and present them on one easy-to-read page, along 
with a little explanation/breakdown of our rating system. Use this as your buying guide throughout the year and as a reference for 
those older games that you might have missed (or wish you had). 


D ^ 90 - 97 % 80-89% ■■ 70-79% 
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Striving for Perfection? Pimension Publishing's 
got the answers to your questions an the games. 
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ss anyone selling releases from 
of support them and do let us know. 

Thank you! 


Our goal is to preserve classic video game magazines so that 
they are not lost permanently. 


People interested in helping out in any capacity, 
please visit us at www.retromags.com 


No profit is made from these scans, nor do we offer anything 
available from the publishers themselves. 



